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THE BEGINNING 


It was a lousy planet. Nothing much on it but sand and 
scrub plants, and it was too hot most of the time. There 


wasn't much food, and even less water. 


But it did have oxygen. 


Earth named it New Texas, and forgot about it. No one ever 
went there except criminals looking for a hideout from the 
Patrol. Once in a while a prospector would show up, hoping 
to find a new bonanza. But a few days spent digging a heavy 
shovel into the hot, worthless sands of New Texas were 
enough for anyone. No one ever stayed on New Texas any 


longer than they had to. 


Until the day one prospector pushed a shovel into the ground 
and turned up not worthless sand, but a hatful of glimmering 


green crystals! 
KERIUM! The rare, fantastically expensive mineral that 
powered the interstellar drives of Earth's spaceships! New 


Texas was loaded with the stuff! 


And thus, the great Kerium Rush of 2349 was on. 


First came the prospectors, to prize the precious Kerium 


from the ground and become rich. 
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Hard on their heels came the merchants, saloon-keepers and 
casinos, to give the miners something to spend their money 
on. And with them came the cheats, the thieves, the 

gamblers and the criminals, determined to share the wealth 


in less legitimate ways. 


They iomaed a town and called it New Cheyanne. It was a 
wild town, and a reckless one. It had a Mayor, a Fire 
Department, a Chamber of Commerce, and a Bank. It had good 
citizens, and it had bad ones. Mostly it had bad ones. 
Outlaws roamed the streets openly and terrorized the 
merchants and the miners, robbing them of their hard-earned 


wealth. 
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Finally, the Mayor petitioned the Earth Council for help. 

He asked for an army of lawmen -- tough, fearless, and 
heavily armed. He wanted at least a thousand -- a force 
sufficient to clean up a planet almost entirely populated by 


criminals and outlaws. 


They sent him one. 


It was enough. 
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MARSHAL BRAVE STARR 


Six feet four inches tall and as craggy as the native 
sandstone, Marshal Starr was made for the harsh desert 
climate of New Texas. Tough as leather and smart as a whip, 


Starr is an ace lawman -- and more. 

The only surviving member of the Martian Redhawks, Starr 
wears on his wrist the tribe's magical talisman. It is an 
amulet, marked with four pawprints -- the symbols of the 
four great animal spirits. 

Eyes of the Hawk! 

Strength of the Bear! 

Ears of the Wolf! 

Speed of the Puma! 

With this amulet, Starr's human abilities are greatly 
enhanced. The animal powers give him capabilities far 
beyond those of an ordinary lawman -- and those powers 


manifest themselves in a unique and spectacular way. 


A twist of the amulet, and... 
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EYES OF THE HAWK! 


As Starr gazes, the ghostly image of the Hawk appears with 


him, following his gaze with its own piercing eyes... 


STRENGTH OF THE BEAR! 
As the Bear's superhuman strength becomes Starr's own, we 
see the faint, glowing image of the huge animal rising up 


behind the Marshal, roaring... 
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EARS OF THE WOLF! 


As Starr turns his head, listening, we momentarily see the 
faint image of the wolf's head moving with Starr's own, the 


ears questing after the faintest sound... 


SPEED OF THE PUMA! 
Lightning-fast, Starr's quickdraw is accompanied by the 
ripping snarl of the puma, as the great cat's image lashes 


with its paw! 
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The fantastic manifestations of power are not the amulet's 
only feature. It also gives Starr the ability to 
communicate with wild animals. Such superhuman -- and 
supernatural -- powers come in very handy for the best (and 


only) lawman in all of New Texas... 


MARSHAL BRAVE STARR! 


eek. | 
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‘In addition, Starr has the computerized OPTIVISOR, a 
semi-transparent shield that lowers from his hatband to 
cover his eyes. This permits him to see through walls or at 
night. Additionally, the Optivisor gives Starr computerized 


readouts on various criminals and their past histories. 


The Marshal's left glove has a star on the gauntlet. This 
is the STARSHIELD -- it can expand instantly to a glowing 


star-shaped energy shield which will stop any weapon. 


Equipment, however, is not all that makes the lawman. 
Marshal Starr is assisted in his adventures by a number of 
friends and allies. Chief among these is his constant 


companion and high-powered backup, a robot called... 
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THIRTY THIRTY 

Usually shaped like a large horse and ridden like one, this 
mammoth Multibot is considerably more than a method of 
transportation. When the Marshal needs muscle -- and lots 


of it -~- he knows where to look. 
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Thirty-Thirty undergoes a swift transformation to become a 
huge, seven foot humanoid robot, packing a lever-action 


freeze rifle. 
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Thirty Thirty wears a bandolier of pouches containing useful ° 
items and supplies. Though intelligent, the huge robot 
speaks only in grumbling undertones, and is, oddly enough, a 
perpetual hypochondriac -- mechanical version. Thirty 
Thirty is continually ordering new gizmos or attachments for 
himself, or having parts repaired that weren't really 


malfunctioning. 


It's the only thing that makes the robot really happy. 


In addition to Thirty Thirty we also have... 
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MISS MANDY MANCHESTER, M.D. 


The only doctor in all of New Texas, 
Dr. Manchester is kept reasonably busy 
by a wide and varigated clientele. 
Her patients range from humans to 
Prairie People, and she will even 
treat an injured member of Tex Hex's 
gang if need be. Her medical ethics 
compel her to ee strictly neutral 
when it comes to patients. However, 
the fresh air and vigorous lifestyle 
of New Texas keeps everyone pretty 
healthy, which leaves Mandy plenty of 
time to get involved in other things. 
Among these "other things" are the 
interests of her hometown of New 
Cheyanne and those of any oppressed 
person or race. She is constantly © 
discovering some new depredation of 
Tex Hex's, or cruel treatment of the 
Prairie People by the Dingos, or some 
other injustice. If Marshal Starr 
isn't available, she'll try to take 
care of the problem herself -~ and 


quite often does. 
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DAISY "THE BLUE-EYED DISASTER" MULLINS 


Well meaning, good hearted, and constantly in some sort of 
trouble, Daisy is the precocious daughter of Ted Mullins, 
the town banker and the richest man in New Texas. As such, 
Tex Hex is constantly trying to kidnap Daisy for purposes of 
ransom, and Daisy herself is the inquisitive type that is 
always falling down mine shafts, exploring strange caves by 
herself, or just being in the wrong place at the wrong time. 
But she always gets out of it unscathed, and is always 


cheerful. 
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PRAIRIE PEOPLE 


Prairie People are small, cheerful and intelligent creatures 
vaguely resembling oversized groundhogs. They live in 
underground burrows which practically honeycomb the entire 
planet, and are always popping up unexpectedly. They all 
speak English, as their own language is too fast and 


high-pitched for human tongues. 
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The Prairie People are shrewd little traders, and very 
avaricious. Though they are not thieves, they will tend 

to run off with any lost item -- and like as not sell it 
back to the owner at a stiffish price. They have their own 
wizards and shamans, with minor magical powers, and are 
naturally hard workers. Being burrowers, they often find 
Kerium themselves. Though it is useless to them, they often 


trade it to the humans for the goods and tools they want. 


The Prairie People have a penchant for practical jokes, and 
their tavorite mark is Thirty Thirty. The big Multibot 
never can resist the gadgets and gizmos they come up with 
for him -- even though they always seem to malfunction 


hilariously. 
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HANDLEBAR - 


Named for his huge moustache, this beefy alien from Rigel is 
the owner of the local cantina. Gruff but goodhearted, 
Handlebar spends most of his time polishing glasses and 
serving customers. However, if a fight breaks out or an 
outlaw tries to throw his weight around, Handlebar quickly 
puts a stop to that. Because when it comes to throwing 


weight around, no one can top Handlebar. The densely 


constructed alien weighs over fourteen tons, and is as solid 


as granite. No one has ever been able to injure him. The 
chunky cantina owner has been known to stop a sand tank 
simply by standing in front of it. Handlebar can cause 
earthquakes just by jumping, and even his walk rattles 
windows. He travels in a vehicle that resembles the lower 
half of a tank, and the only weapon he has ever carried, or 
needed, is his round silver serving tray. this apparently 
indestructible object can deflect rays, reflect sunlight, 
and in Handlebar's capable and powerful hands, be thrown 
hard enough to smash stone walls. Handlebar can also throw 
the tray so accurately that it sails beneath people’s feet, 
scooping them up and carrying them away. He is one of 


Brave's most useful allies. 
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This lean, laconic cowpoke can do things with his 
unbreakable Multirope that have to be seen to be believed. 
He can lasso birds on the fly or freeze rays from people's 
hands. The Multirope forms loops and coils wherever needed, 
and can change direction in mid-flight. With it, Lasso can 
nab three fleeing outlaws running in three different 


directions -- all at the same time! 
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THE BADLANDS 


| ahteby 


a 


lass 


New Texas is a harsh and 
inhospitible place, but the 
Badlands make the rest of it look 
like the garden spot of the 
Universe. Surrounded by the 
blowing grey ash of an alkaline 
desert, the Badlands has one 
solitary feature in the midst of 
all this grey, choking dust. It 
is the HEXAGON, a six-sided mesa 
of craggy stone, rising high 
above the desert and framed 
against the huge, blood red sun _-> "= 


of the Badlands. 


The Hexagon is the well-defended - 
hideout of the most dangerous 


villain on New Texas: - 


TEX HEX 


Tex Hex is the lean, skeletal outlaw 
who causes most of the trouble for 
the good citizens of New Texas. 
Dangling from one bony hip is his 
dreaded weapon, the HEXMAKER. 
Though it normally fires freeze 
rays, Tex Hex can also load 
it with the special HEXLOADS. 
carried in his bandolier. 
These have any number of LSZ 
magical properties, from y 
explosions to shape 
changing.- With them and his 
cunning criminal mind, he 
virtually rules the rampant 
outlaw elements of New 
Texas. Tex Hex has but one 
Simple goal: to conquer the 
planet of New Texas and 
obtain its great wealth of 


Kerium for himself. 
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TOTEM 


This robotic villain is a 
walking rebuttal of the old 
adage about the “whole 
being greater than the sum 
of its parts." Totem has 
the ability to split 
himself into independent, 
floating parts. Arms grab, 
legs kick, and the head 
flies around in command of 
the situation. Totem can 
send his head up to look 
through a high window, or 
send his arm through a 
barred prison door after 
the keys. Though he may 
get smashed to pieces ina 
fight, it is only a matter 
of time before the various 
parts have reassembled 
themselves and Totem is as 


"bad as new." 
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SANDSTORM = 


This great sand walrus is a native of New Texas and has no 
love for the human settlers. He tolerates them as long as 
he is left alone. However, Tex Hex usually manages to trick 
Sandstorm into a rampage against New Cheyanne, and it 
requires all the Marshal's abilities to calm the great sand 
walrus down again. Sandstorm can summon up great winds of 
blowing sand and can blow a fine dust from his mouth that 


puts people to sleep. 
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This cold-blooded snake lady can 
move as fast as a striking 
rattler and is as nasty as they 
come. Her odd headband gives off 
a variety of mists that can do 
‘everything from enslave minds to 
creating an impenetrable fog. 
She occasionally works with Tex 
Hex, ee eer to work alone. 
All she loves is money, and 


she'll do anything to get it. 
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BLOAT 


This rotund nasty can swell himself 


to massive proportions, breaking 
chains and bursting even the 
strongest jails. Fully 
inflated, he is the 
size of a blimp and 
is capable of rising 
into the air, carry- 
ing tons of loot. 

He can exhale with 
great force, either 
propelling himself 
far away or blowing 
down anything 


in his path. 
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DINGOS 


A shabby, sneaky, treacherous race, the Dingos resemble 
humanoid coyotes. Cowardly and yet vicious, they prowl the 
deserts in search of easy marks. Whether it be a lone human 
or a strayed Prairie Person, the Dingos will set upon them 
and rob them of all their possessions -- as long as there 
are sufficiently more Dingos than victims. Nobody likes 


them, and even Tex Hex uses them as little as possible. 


They are too unreliable. 
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THE KERIUM BUG 


The Prairie People's greatest shaman -- named Pontificus -- 
lives in an underground cavern sacred to the Prairie People. 
No one who is not one of the Prairie People is allowed 

within, nor may the Prairie People speak about it to anyone 


not also a Prairie Person. 


One day a greedy miner named Bogie overhears one of the 
Prairie People speaking to another of this cave and its 
treasure. Though the Prairie Person does not actually say 
so, Bogie interprets the creature's words to mean that the 
‘whole cave is a rich trove of Kerium. He mentions this to 


one other person. 


By the time the rumors are done flying, the cave is lined 
with literally tons of the precious mineral, many reasonably 
decent townspeople are starting to go crazy with greed, and 


even Tex Hex has heard about it. 


Things start to get nasty. Prairie People are harrassed in 
the town. Marshal Starr stands up for them, and in a side 
issue is made an honorary member of the Prairie People. He 
is thereupon qualified to see the cave and its treasure, 


which he does -- though the audience does not, yet. 


In the meantime, Tex Hex begins to get a huge gang together 
to raid the cave. The Prairie People hear about this and 
appeal to the townspeople for help. To their dismay, the 
townspeople's only response is a decision to try to beat Tex 
Hex to the punch. Led by Bogie, they march on the hapless 
village of the burrowing creatures just as Tex Hex and his 
crew start off from the other direction. Everyone converges 
on the burrows at the same time, and find the Prairie People 
waiting for them along with their only allies: Marshal 


Starr and Thirty Thirty. 


The townspeople and Hex's gang get into a huge battle of 
freeze rays over who gets to loot. the Prairie People's 
treasure. By the time Starr is able to stop it, only two 
are left standing: Bogie and Hex. At this point, 
Pontificus decides that the only way to put an end to this 
is to permit Bogie and Hex to see the cave for themselves -- 
but they must show respect and enter it on their knees. 

This causes considerable protest, but Starr is furious with 
everyone by this time. Thirty Thirty cocks his huge freeze 


cannon and the protests are quickly stilled. 


Bogie and Hex enter the sacred cave in the position demanded 
-- and find no Kerium. In a touching scene, it is revealed 


that the Prairie People's greatest treasure is a small, 
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wooden statue of Loam, a gentle-looking Prairie Person who 
vaguely resembles Ghandi. His peaceful teachings are the 
basis of the whole Prairie People philosophy, and are the 
reason that the once war-like People are now simple 
burrowers and traders. Abashed, Bogie and Hex return to the 
surface where their followers are just getting unfrozen. 
There they all receive a good chewing-out by Starr and are 
sent shamefacedly back home, their ears burning. But first 
the townspeople apologize to the Prairie People for the way 
they behaved in their lust for Kerium. And, of course, the 


Prairie People forgive them -- for that is the way of Loam. 
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DOMINO 


There is a small stream not far from New Cheyanne. It is 
the only cone around. An enterprising farmer dams it up and 
diverts the water to irrigate his fields. Not long after, 
his homestead is attacked by a band of Dingos. Starr shows 
up and saves the farmer, driving off the Dingos. He says 
that it should keep them away for a while, but he is wrong. 


The Dingos begin to make raids on the town. 


Starr is concerned, since this is extremely unusual behavior 
for Dingos. In addition, the Dingos are not stealing 
valuables, but rather food and water. Starr rides out into 
the Badlands to investigate, and finds that the farmer has 
taken all the water from the stream. The wild Dingo tribes 
have no water and their few cattle snd crops are suffering 
for it. Marshal Starr rides back and tells the farmer that 
he must reduce the size of his crop so that he does not need 
so much water. The farmer is upset, but Starr points out 
that the choice is either a smaller crop or more Dingo 
raids. The farmer learns that he must consider all the 
consequences of his actions before making such a large 


change in the planet's ecology. 
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HE-MAN/BRAVE STARR RELATIONSHIP 


BRAVE STARR offers a unique opportunity to use He-Man in 
situations and environments completely different from any 
that have been done before. He-Man could actually be 
presented in the "origin" story as the motivating force that 
‘caused the young Brave Starr to become a lawman. The 
character of He-Man would appear in the beginning of this 
"origin" story, saving Brave Starr's life and giving him 
inspiration. He-Man would be presented as the "mysterious 
stranger" who gives Brave Starr his start -- whereupon 
He-Man would dissappear, existing only as a fantastic memory 
for Brave until the end of the story, where He-Man and Brave 
Starr will re-meet. This time it is Brave Starr who saves 
He-Man -- the boy has grown into the man. As a result, the 
two will respect each other as equals from separate 
universes, and a method for crossovers (such as the usual 


dimensional door) can be established. 


Thus, BRAVE STARR presents itself as a new field of 

endeavor for all of us: a show which will stand alone on its 
own merits and, additionally, give opportunities for 
introducing new characters in the HE-MAN AND THE MASTERS OF 


THE UNIVERSE line. 
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